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Heeeeey...the Fonz is hangin’ out at your house. Show him how 
cool you really are by being the first player to collect 16 cool points 
and light up Arnold's juke box. 


EQUIPMENT 
Cruisin Cards 
Sumthin’ To Do Cards 
Juke Box 

4 Pegs 

4 Markers 

Playing Board 

Die 

Play Money 


PREPARATION 

1. Place the open board on a table. 

2. Each player selects a marker and places iton the “HOME” space 
of the same color on the corner of the board. 

3. Select two players...one to act as the banker and the other 
to keep track of the cool points on the juke box. 

4. Each player places a peg on his color space beside the number 
“1” on the juke box. Each time a player wins or loses a cool point, 
only his peg is moved. When a player loses cool points, his peg is 
moved backwards. The peg is moved to “O” when a player has no 
cool points. 

5. Shuffle each deck of cards and place them on the correspond- 
ing spaces on the center of the board. 

6. Each player begins the game with a $3.00 allowance, acool point 
and aSUMTHIN’ TO DO card. 


PLAY 

Select a player to go first. Play then follows to the left. On your turn 
you will: 

1. Roll the die and move your marker, in a clockwise direction, the 
number of spaces shown on the die. 

2. Follow the directions for the space on which your marker lands. 


SPACES AROUND THE BOARD: 


CRUISIN’ 

Draw the top card. Some CRUISIN’ cards call for immediate action. 
Others are kept face-up on the table and used when the time is right. 
Used CRUISIN’ cards are returned to the bottom of the deck. 


HEY NERD...LOSE 1 COOL 
Too bad... you lose a cool point on the juke box. 


GARAGE 
The bank pays you $5.00. Ya lucky dog. 


SUMTHIN’ TO DO 

Draw the top card and place it face-up in front of you. These cards 
tell you if you’re “hangin out” or “ona date”. They'll cost you money 
later... but you'll get cool points for them. See? 


ARNOLD'S, THE DRIVE IN, THE PICNIC, THE BEACH, 

THE GYM 

When you land on any one of these white spaces you must (if you 
have the money and a card), turn in any one of your SUMTHIN’ TO 
DO cards. Pay the banker the amount shown on the card and move 
your peg the number of cools shown at the bottom. 


NOTE: This is the time to play one of those SCORE 
POINTS or STAY OUT LATE cards that you might be 
saving. A STAY OUT LATE card may be turned in with 


any SUMTHIN’ TO DO card. ASCORE POINTS may be 
turned in only with a DATE card. 





All used cards are returned to the bottom of the deck. 

EXAMPLE: You land on Arnold's. You have a DATE card which 
costs you $2.00 to earn 2 cool points. You also have a SCORE 
POINTS card worth 2 cool points. You may turn in both cards, pay 
$2.00 to the bank and receive 4 cool points. Your peg is then moved 
up 4 spaces on the juke box. 


DRAG 

It's the big race. Select an opponent. (If either of you do not want to 
drag, you're chicken and you lose a cool point and the other player 
gets one. Then the race is cancelled and both players’ markers 
remain where they were before the race was called.) In a drag race, 
both players place their markers onthe START space onthe DRAG 
STRIP on the center of the board. Beginning with the challenger, 
both players take turns rolling the die and moving their marker along 
the strip. The first player over the finish line wins the race. 

The WINNER gets 2 cool points on the juke box and places his 
marker on any space on the board except the DRAG space. He 
immediately follows the directions on the space where he has 
placed his marker. 

The LOSER must goto the HEY NERD space ofthe winner's choice 
and lose 1 cool point on the juke box (unless he holds a CANCEL 
A NERD card). 


THE HOME SPACES 

It’s cool to pass by your own home space... but it's very uncool to 
stop there. Each time you pass your own home, collect $3.00 allow- 
ance and acool point. If you land on your own home you may collect 
only your $3.00 allowance. See, getting caught at home is uncool. 
When you land on another player's HOME space you must roll the 
die and face the consequences. If you roll 1 or 2 you lose one cool 
point and the owner of the space gets 1 cool point. Roll any other 
number and take a CRUISIN’ card. 





NOTE: If you land on a corner space that is notowned by 
a player (when playing with two or three players) you 
must still roll the die. If you roll a 71 or 2 you lose one cool 


point on the juke box. Roll any other number and take a 
CRUISIN’ card. 


PARTY AT FONZIE’S 
You must roll the die and follow the directions for the number rolled. 





WINNING THE GAME 

The first player to collect 16 cool points and move into “The Winner’ 
space on the juke box wins the game. The rest of you have to sit on 
it until the next game. 


SPECIAL NOTE TO THE WINNER...the Fonz says you're really 
cool! 


© 1976 Parker Brothers Div. of General Mills Fun Group Inc., Salem, Mass. 01970 
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Spend $2.00 just Spend $2.00 just 


HANGIN’ OUT. HANGIN’ OUT. 





Collect 1 Cool Point. Collect 1 Cool Point. 
Spend $2.00 just Spend $2.00 just 
HANGIN’ OUT. HANGIN’ OUT. 
Collect 1 Cool Point. Collect 1 Cool Point. 
Spend $2.00 just Spend $2.00 just 
HANGIN’ OUT. HANGIN’ OUT. 
Collect 1 Cool Point. Collect 2 Cool Points. 


Spend $3.00 just Spend $2.00 just 
HANGIN’ OUT. HANGIN’ OUT. 
Collect Z Cool Points. Collect Z Cool Points. 
Spend $3.00 just Spend $3.00 just 
HANGIN’ OUT. HANGIN’ OUT. 
Collect Z Cool Points. Collect 3 Cool Points. 
Spend $3.00 just Spend $4.00 just 


HANGIN’ OUT. HANGIN’ OUT. 


Collect 2 Cool Points. Collect 3 Cool Points. 





a eee eee a ee el 


Spend $2.00 on your 


DATE. 


Collect 1 Cool Point. 


Spend $2.00 on your 


DATE. 


Collect 1 Cool Point. 


Spend $2.00 on your 


DATE. 


Collect 1 Cool Point. 





Spend $3.00 on your 


DATE. 


Collect Z Cool Points. 





Spend $3.00 on your 


DATE. 


Collect Z Cool Points. 


Spend $3.00 on your 


DATE. 


Collect Z Cool Points. 


Spend $2.00 on your 


DATE. 


Collect 1 Cool Point. 


Spend $2.00 on your 


DATE. 


Collect 1 Cool Point. 


Spend $2.00 on your 


DATE. 


Collect 2 Cool Points. 





Spend $2.00 on your 


DATE. 


Collect 2 Cool Points. 


Spend $3.00 on your 


DATE. 


Collect 3 Cool Points. 


Spend $4.00 on your 


DATE. 


Collect 3 Cool Points. 
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CANCEL “HEY, NERD!” CANCEL “HEY, NERD!” 














THE FONZ Says you’re O.K. 7 THE FONZ Says you’re O.K. 

Hold Until Needed. Hold Until Needed. 

This card may be used only once. This card may be used only once. 
SWIPE A “SOMETHIN’ TO DO” SWIPE A “SOMETHIN’ TO DO” 
card from another player. card from another player. 

Play Now. Play Now. 
STAY OUT LATE. STAY OUT LATE. 
Get 1 extra Cool Point Get 1 extra Cool Point 
when turned in with Date _ when turned in with Date 
or Hangin’ Out Card. or Hangin’ Out Card. 
Hold Until Needed. Hold Until Needed. 
STAY OUT LATE. STAY OUT LATE. 
Get 2 Extra Cool Points Get 2 Extra Cool Points 
when turned in with Date _ when turned in with Date 
or Hangin’ Out Card. or Hangin’ Out Card. 
Hold Until Needed. Hold Until Needed. 
SCORE POINTS. SCORE POINTS. 
Get 1 extra Cool Point Get 1 extra Cool Point 
when turned in with Date Card. when turned in with Date Card. 
Hold Until Needed. Hold Until Needed. 
SCORE POINTS. SCORE POINTS. 
Get 2 Extra Cool Points Get 2 Extra Cool Points 
when turned in with Date Card. when turned in with Date Card. 


Hold Until Needed. Hold Until Needed. 


KNOCKED OVER FONZIE’S BIKE. 
Lose 2 Cool Points. 
Play on Opponent Now. 





Show up with THE FONZ. 
Get 2 Cool Points Now. 


PLAY THE PINBALL MACHINE. 
Everyone rolls die. 

High roller gets 2 cool points. 
Play now. 


You’re seen with THE FONZ. 
Get 2 Cool Points Now. 


ODD JOBS. 

Get $2.00 from the bank. 
Play on any Home Space. 
MAY BE USED ONLY ONCE. 
Hold until needed. 


Ride with THE FONZ. 
Get 2 Cool Points Now. 


THE FONZ SAYS, 
“SIT ON IT”. 


Lose 1 Cool Point. 
Play on Opponent Now. 


THE FONZ HAS 
A PIZZA EATING CONTEST. 


Everyone rolls die. 
High roller gets 2 cool points. 
Play now. 


STUFF A TELEPHONE BOOTH. 
Everyone rolls die. 

High roller gets 2 cool points. 
Play now. 


THE FONZ CATCHES YOU 
WEARING COLORED SOCKS. 


Lose 1 Cool Point. 
Play on Opponent Now. 


ODD JOBS. 

Get $3.00 from the bank. 
Play on any Home Space. 
MAY BE USED ONLY ONCE. 
Hold until needed. 


RETURN SOFT DRINK BOTTLES. 
Get $2.00 from the bank. 
Play now.. 
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Heey! It’s the Fonz! Can you dig his brand-new 
game? It’s all about being.cool and scoring points 
for it. When you accumulate enough points on Arnold’s 


juke box, you win the game. 


See, it’s like spendin’ time with the Fonz— you go on dates, 
challenge other players to drag races, or maybe just 

cruise down to Arnold’s. But beware, you can lose cool 
points as easily as you gain them. Hey, Nerd, don't get 
caught hangin’ out at home. That would be uncool! 


